Abstrak. This study aims to find out how to develop computer-based learning media local wisdom in Indonesian language lessons in class III elementary school and to see the feasibility of snake ladder learning media products based on local wisdom in the eyes of Indonesian language lessons in class III elementary school that is being developed worthy of expert. This study was conducted in Karang Tumaritis Elementary School with research subjects in class III with 20 students in limited trials. The type of research used in the development research (Research and Development) of Borg and Gall which issued from Sugiyono consisted of 6 stages. The instrument used was a questionnaire for expert validation and student response. The result of the shielding test by experts on the quality of the media that can be used in very large calculations is 88%. The results of the limited trial on students towards the media really correspond to the percentage of 93.33%. The results of the study can be concluded that the media developed are very effective in the process of learning Indonesian.
A. Introduction
Indonesian is a subject that has an important position in a curriculum.
Indonesian is one of the strategic subjects because through language learning a teacher is able to transfer knowledge, knowledge and information to students, and vice versa. Indonesian is the goal of the curriculum that is to be achieved in learning. Indonesian language plays an important role in efforts to improve the quality of basic education, especially in elementary schools (SD), namely by learning Indonesian language able to develop students' skills in using language, both for the ability to listen, speak, read, and write. This is in line with the objectives of Indonesian language learning in elementary school which includes language components both orally and in writing, and appreciates and takes pride in using Indonesian as the language language of the national language. Local wisdom also has the characteristics of being able to withstand outside culture, having the ability to accommodate elements of external culture, having the ability to integrate external cultural elements into indigenous cultures, having the ability to control, and being able to give direction to cultural development (Setyorini, no, 2017: 97 
B. Research Methods
The research method used is the method of research and development or
Research and Development (R & D), the research method used for when researchers intend to produce certain products, while testing the effectiveness of these products (Sugiyono, 2011: 297) .
The research subject used in this study was Karang Tumaritis SDN Serang City as the study population.
The research subjects that the researchers made as samples were by Wilanda and Supriyono (2014: 3) saying that direct learning is one of the teaching approaches specifically designed to support student learning processes in a well-structured manner that can be taught with a gradual pattern of activities.
This learning activity can be seen from the enthusiasm of students when they see the snake ladder learning media and students also look happy when playing the game. This is in line tolerance and peace of mind (Rachmadyanti, 2017: 205) and can help students develop the language skills students have, this is in line with the opinion of Nasution quoted by Heriawan, et al (2018: 150) Based on these results, the final product in the form of snake-ladder learning media based on local wisdom produced is feasible to be used for learning activities of third grade elementary school students.
